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THE HISTORY OF THE 
JADE EMPIRE 


he J ade Empire. Fashioned from the Void by the will 
of the Great Dragon and blessed from its creation, 


the empire stands at the heart of the civilized world — 
a cultural wellspring in a sea of barbarity. 


The majesty of the Sun Dynasty has guided our people for 
generations, sustaining our prosperity throughout the ages. 
The peace of the realm was broken only when nature itself 
rebelled, withering the land in a decade of thirst. Yet even this 
the Emperor Sun Hai would not allow. For when he declared 
the Long Drought at an end, it was so. 


Though you were raised far from the benevolent gaze of the 


Emperor, you have leamed much here in Two Rivers, including 
mastery over your body and mind. Now, the end of your time 
at this borderdand school draws near. Experience will replace 
lessons as you travel beyond the shelter of Two Rivers. 
Remember: though the reach of the Empire stretches far, 
powerful spirits lurk just beneath the surface, and 
the threat of chaos is ever- present. 


It is natural that an orphan like you would have many 
questions. Until now, your inquiries have been met with 
silence. Perhaps on this day, answers will find you at last. 





SETUP AND ÍNSTALLATION 


1. Start Windows®XP and exit all other applications. 


. Insert the J ade Empire Special Edition install disc into your 
DVD drive. 


. If AutoPlay is enabled, a title screen should appear. Qick the 
“Install Game” button. If AutoPlay is not enabled, click the 
Start button on your Windows taskbar, then dick Run. Type 
D:\Setup and click on OK. (Note If your DVD drive is assigned 
to a letter other than D, substitute that letter) 


. The first window will prompt you to select a language you 
would like the installer to use. When you are satisfied with 
your selection click “OK” 


. The next window will prompt you to shut down all other run- 
ning progran before starting the J ade Empire Special 
Edition installation process. Do this and then click "Next" to 
continue. 


. This window displays the J ade Empire Special Edition End 
User License Agreement. Read the license agreement, and if 
you agree to the terrre and conditions choose "| agree.” Then 
dick the “| agree" button to continue the installation process. 


. Next, choose an install location for the game. Either accept the 
default install location or choose another. Once you are satisfied 
with the install location dick "Next" to continue the installa- 
tion. (Note While Windows Vista is not offically supported in 

J ade Empire, it is strongly recommended to install J ade Empire: 
Special Edition under the Program Files directory if you are 
attempting to run J ade Empire under Windows Vista.) 


. Select a Start Menu Folder for J ade Empire Special Edition. 
Either accept the default location or choose another If you 
do not want a Start Menu folder to be created check the box 
“Do not create a Start Menu folder.” Once you are satisfied 
with your selection dick the "Next" button to continue. 
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| 9. Select the shortcuts you would like created. Choose to create 


shortcuts on the desktop, Quick Launch toolbar, or neither. 
Once you are satisfied with your selection click the "Next" 
button to continue. 


10. J ade Empire Special Edition will now begin installing. 


When you receive an "Install Complete" message dick the 
"Next" button to continue. 


11. Jade Empire: Special Edition has now been successfully 
installed. Choose "Run J ade Empire" to immediately launch 
the game, or "View Readme bt” to view the ReadMe file 
where you can view updated garne information made after 
the game manual was printed. 


Note: You must insert the J ade Empire Special Edition disc 


' into your DVD drive to play the game. 


INSTALLATION OF DIRECTX® 


Jade Empire Special Edition requires DirectX®9.0 (February 2006) 


or higher in order to run. If you do not have DirectX®9.0 (February | 


2006) or higher installed on your computer, dick “Yes” when asked 
if you would like to install it. (Note J ade Empire Special Edition 
requires DirectX®9.0 (February 2006) or later to run.) 


README FILE 


The J ade Empire: Special Edition DVD-ROM game contains a 
ReadMe file where you can view updated information about 
the game. We strongly encourage you to take the time to read 
this file to get information on changes made after this manual 
was printed. 


To view this file, double-click on it in the Jade Empire: Special 


í Edition directory found on your hard drive (usually c:\Program 
| Files\J ade Empire docs readme en.txt). You can also view the 
| ReadMe file by first dicking on the Start button on your 


Windows taskbar, then on Prograrrs, then on J ade Empire 
then on View Readme.b«. 
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EXPLORATION CONTROLS 
Display In- Game Menu Quick Save Quick Load Screenshot 


"n 


Scroll Gockwise Through the Scroll Targets 
Enemy Targets Counter- clockwise 


Toggle Run 
in Focus Mode Inventory Screen 
lab 


Scrolling the 
Mouse VWheel 
will Cycle 
Through 
Targets 













Chi Heal 


left shift 





Toggle 
Walk/Run 


left ctrl 
Action (talk, pick Toggle 
up object, etc.) Mini-Map 
(smmall/large/ off; 
see pg. 25) 


WARNING: 


J ade Empire does not support Alt- Tab hence 
| problems may occur if Alt- Tab is used. 








Chi Health 


Follower Health 


Follower Portrait 


SPECIAL EVENT INDICATORS 


[1] New J ournal Entry (See pg. 26) 
Silver Received 

Level Up (See pg. 16) 

M Open Palm Points 


Closed Fist Points 





| -/ - 





Mini- Map 
(press Mouse Button 2 
or M Key; see pg. 25) 





COMBAT CONTROLS 





Block 





COMBINATION MOVES 


Mouse Button 1, Mouse Button 1, 
Mouse Button 1 Attack Combo 


nu Mouse Button 1 Mouse Button 2 Area Attack 


Scroll to Switch 
Targets in Combat Double Tap W - Forward Flip 


Double Tap S - Backward Flip 
Double Tap A - Left Roll Evade 


Double Tap D - Right Roll Evade 
For more information on basic and Harmonic combos are devastatingly powerful techniques that 
advanced combat, see pages 19-22. make use of multiple styles. For more information, see page 19. 
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COMBAT SCREEN 


Health 
Chi 


Follower Health 








Follower Portrai 





Special Event Indicatc 
(see pg. 5) 





Current Target 





KNOCKING BACK ENEMIES 


If you get overwhelmed by sheer numbers, use an 
area attack (Mouse Button 1 + Mouse Button 2) 
to give yourself some breathing room 








ROCK, PAPER, SCISSORS 


Power attacks break blocks. Blocks stop attacks. Attacks 
interrupt power attacks. Mastering this dynamic is key 
to success in combat. 


Enemy Health 


Current Target Name 


STATUS EFFECT MESSAGES 


If a character is hit by an effect that inflicts 
damage over time or applies a status like Poison 
or Paralysis, the name of that effect appears 
above the character's head. (See pg. 21.) 


ip 


CHOOSE YOUR PATH 


Before your joumey begins, choose a character type from the 
Character Select screen. Select Custom to customize your 
character's statistics and name or Accept to continue with 
the default stats and name. 


PRIMARY ABILITIES 


|. Body, Spirit, and Mind work in harmony to create a unified 
| whole but each of the three determines a different aspect of 
| your skills. You can increase each as you gain experience during 
your adventures. 

To Mew your Primary or Secondary Ability levels, press the ESC 
| Key to go to the In-Game Menu, then use the Tab or Shift- Tab 
Keys to scroll to the Character Record screen. 


e BODY: Measures your ability to withstand damage in battle. 
Influences your Secondary Ability of Health. 


SPIRIT: Demonstrates your ability to manipulate internal 
energies, called Chi. Influences your Secondary Ability of Chi. 


MIND: Reflects your ability to think on your fee. Influences 
your Secondary Ability of Focus. 


SECONDARY ABILITIES 
In combat, your Secondary Abilities of Health, Focus, and Chi 
come into play. These abilities are drawn directly from your 


Primary Abilities, but they also can be increased by special tech- 
niques and Essence Gerrs (see pg. 23). 


* HEALTH: Depletes when you take damage. You can press the 
Left Shift Key to expend Chi and heal yourself quickly. To 
regain Health, grab Health power-ups during combat. If your 
Health reaches zero, you die. 


e FOCUS: Depletes when you enter Focus mode or when you use 
a weapon style. When you press the F Key to focus your mind, 
your foes seem to slow down while you move at normal speed. 
To regain Focus energy, gather power-ups from fallen enemies 
or visit Focus shrines in Exploration mode. 


* CHI: Depletes when you use Chi healing (default Left Shift 


Key), Chi- enhanced strikes (default E Key), transformation 
styles, or magic- style attacks. To regain Chi, gather power- ups 
from fallen enemies, steal Chi from foes with Spirit Thief style, 
or visit Spirit fonts in Exploration mode. 


UsING AND INCREASING CHI 


Use Chi to fuel magic styles, to add damage to 
your attacks, and to heal yourself. Increase your 
Chi by raising your Spirit when you gain levels 
(see pg. 16), or by using certain Essence Gers 
and techniques (see pg. 23). 
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CONVERSATION SKILLS LEVELING UP 


Wisdom dictates that force is not always necessary. In some As you gain Experience Points (XP), you may increase your skills 
instances, you may be able to defeat an enemy with your words as you see fit. J ust as a mighty bear is humbled by a pack of 
alone. To improve a conversation skill, increase your Primary cunning wolves, so is a powerful warrior bested when he 
Abilities (see pg. 13) or equip special Essence Gerrs (see pg. 23). | exercises his body alone. Balance is key in all things. 


To view your Conversation Skill levels, press the ESC Key to go |! EXPERIENCE POINTS 


to the In-Game Menu, use the Tab or Shift- Tab Keys to scroll to 

the Character Record screen, then click Skills. You eam XP by defeating enemies in combat, completing quests, 

and for being skillful in certain conversations. When you have 

enough XP to gain a level, you gain a number of Ability Points 

Í and Style Points that you can spend to make your character 

* INTUITION: Reason with your listener, or use your insight to more powerful. Watch for the arrow icon that appears each time 
determine what will sway him or her. Based on your Primary | your level increases. 


ll M | | ABILITY POINTS AND STYLE POINTS 
* INTIMIDATION: Impress your listener with your physical 


presence. Based on your Primary Abilities of Body and Spirit. When you reach certain experience levels, you eam both Ability 
Points and Style Points. Press ESC to go to the In-Game Menu. 


Go to the Character screen and left- dick on your character. 
= Spend new Ability Points on your Character Record screen, and 
I N GAME MENU I CONS spend new Style Points on your Styles screen. (Use the Tab or 
Shift- Tab Keys to scroll through the screens.) 


¢ CHARME Influence your listener with friendliness or flirtation. 
Based on your Primary Abilities of Mind and Body. 


Press ESC to access the in-game menu. Use Tab or Shift- Tab Keys 


to scroll. NOTE: Once you make your final choices, you will not be 


Character record Map able to change them. 
(See pg. 14-17) (See pg. 25) 


D Folo a D Load ga INCREASING Focus 

(See pg. 23) (See pg. 27) ^ Weapon styles and Focus mode are extremely 

| powerful, but they use up Focus quickly. If you 
like to use these abilities in combat, increase 


your Mind when you gain a level. 


Styles Save game 
(See pg. 17) (See pg. 27) 


Options 
(See pg. 27) 





FIGHTING STYLES 
ra MARTIAL STYLES 


Martial Styles are the most practical styles. All inflict damage, 
but each varies in speed and damage potential. 


Strategic note: Golerrs are immune to Martial Styles. 


[5] macic sTyLEs 


Using Magic Styles draws from your pool of Chi. In addition to 

| doing damage, they generally cause longer-lasting effects such 

| as immolation or paralysis (see pg. 21). Because of the awesome 
range and power of these styles, only those with high Chi can 
use them for long. 


: Strategic note: Demons and goles are immune to Magic Styles. 


BÀ WEAPON STYLES 


Weapon Styles have excellent reach and speed, but these advan- 
tages come at a cost. Each attack drains your Focus, making 
these styles too tiring to use in long battles. 


Strategic note: Spirits are immune to Weapon Styles. 


(=) TRANSFORMATION STYLES 


To leam Transformation Styles you must absorb the spint of a 
fallen enery, a rare occurrence. Although it exacts a significant 
Chi cost, this style temporarily grants you the immense power 
and fearsome special attacks of the fallen beast you emulate. 


EQ support sTyLEs 


| Support Styles do no direct damage, but their strategic use can 


enhance other styles. Use Support Styles to Sow down, stun, or 
paralyze your enemies. 
Strategic note: Demons, spirits, and goles are immune to 
Support Styles. 

Use Chi to enhance your fighting styles (see pg. 20). 


QUICK STYLES 


As a skilled fighter you must keep your training close to your 
heart and be able to switch styles the moment it becomes neces- 
sary. Remember the strengths and weaknesses of each style, and 
press Number Keys (0-9) to change styles instantly in combat. 


_ The first four styles you acquire will be assigned automatically to 
Number Keys (1-4). However, you may change these assignments 


as you wish, even during combat. 

TO ASSIGN A STYLE TO (0-9) 

1. Pressing and holding a Number Key (0-9) brings up a menu 
listing of all known fighting styles, and their current hot key 
mapping (if any). 

. Using the Keyboard Arrow Keys, select a new style to be 
assigned to the Number Key (0-9). 


. Once the style has been selected, the menu doses and the 
newly mapped style is now the currently selected style. 


IMMUNITIES 


Many creatures are immune to certain style 
types. For example, spirits are immune to 
Support and Weapon Styles. Experiment 
with different styles against these enemies. 





= 


BASIC COMBAT 


ATTACK 


Press Mouse Button 1 to perform the basic attack for any fight- 
ing style. You can string together a powerful attack combo by 
rapidly pressing Mouse Button 1. 


BLOCK 


Press the Space Bar to defend yourself from basic attacks (Mouse 
Button 1) and area attacks (Mouse Button 1 + Mouse Button 2), 
but beware of unblockable power attacks (Mouse Button 2). 
Holding in the Mouse V/hedl also blocks basic and area attacks. 


POWER ATTACK 


| Press Mouse Button 2 to perform a slow but powerful attack 
| that penetrates any block. Because it is so dow, it can be inter- 
rupted by a faster attack (Mouse Button 1). 


AREA ATTACK 


Press Mouse Button 1 and Mouse Button 2 at the same time to 

knock back all opponents around you. Most Area Attacks do not 
inflict any damage. Also, note that you can press the Space Bar 

to block an Area Attack. 


EVADE 


To get out of a bad situation or avoid an enemy attack, 
double tap a direction key to Evade in that direction. 


TARGET 


Press the Tab Button to Target a different opponent. Pressing the 
Tab Key again switches to the next Target on your right; while 
pressing the Q Key switches to the next Target on your left. The 
Mouse Whee switches targets as well. 


B iom 


FREE TARGET MODE 


Press the T Key to break your lock on an opponent and move 
more freely around the combat area. To regain target lock press 
the Tab Key (or the Q Key). 


ADVANCED COMBAT 
COMBAT PAUSE 


While paused you can change fighting styles and switch targets. 
Press the P Key to enter or exit Tactical Pause mode. 


FOCUS MODE 


Focusing your mind during combat makes your foes seem to 


' dow down, while you retain your mental clarity and physical 


speed. While exploring, Focus Mode allows you to run very fast. 


| Press the F Key to enter or exit Focus Mode, but remember that 


spending time in this mode drains your Focus Energy. To regain 
Focus Energy, gather power- ups from fallen enemies or visit 


| Focus Shrines in Exploration Mode. 


CHI STRIKE 


| Press the E Key to power your attacks with Chi; while in Chi 


Strike mode, all your attacks do more damage. Press the E Key 
again to exit Chi Strike mode. To regain Chi, gather power- ups 
from fallen enemies, use Spirit Thief style to steal Chi from foes, 
or visit Spirit Fonts in Exploration Mode. 


CHI HEAL 


Press and hold the Left Shift Key to spend Chi and heal yourself. 


| You will continue to heal as long as you hold the Left Shift Key 


and have remaining Chi, or until your Health Bar is full. 
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HARMONIC COMBOS 


Some attacks in Magic or 
Support styles trigger very 
effective combination 
attacks called Hanmonic 
Combos. To trigger a 
Hanmonic Combo, perform 
| a Power Attack on an 
|. opponent with a Support 
| Style When a Harrronic 
Í Combo is triggered, a 
timer appears around the 
targeted enemy's fee. While the timer is visible switch to a 
Martial style, then dick Mouse Button 2 to finish the combo 
with a Power Attack. 





STATUS EFFECTS 


Some fighting styles include attacks that inflict damage in 
special ways. Note that some enemies and fighting styles are 
immune from certain status effects. 


e POISONED: Target’s Health decreases until the effect 
wears off. 


e IMMOLATED: Target is set on fire and Target Health decreases 
until the effect wears off. Enemies cannot attack while they 
are on fire. 


e FROZEN: Targ« is locked in a block of ice and Target Health 
decreases until the effect wears off. 


* SLOWED: Targe's movement and attack rates are slowed 
down until the effect wears off. 


e PARALYZED: Target is immobilized until the effect wears off. 
¢ SHOCKED: Enemies also cannot attack while shocked. 


Ed 





* DISORIENTED: Target wanders aimlessly and cannot attack 
until the effect wears off. 


e DRAINED: Target is stunned, and Target Chi is funneled to 
the attacker. 


POWER-UPS 


Defeated enemies sometimes drop power- ups that restore your 
abilities or make you more powerful in combat. 


' HEALTH: Restores some Health. 


CHI: Restores some Chi. 

FOCUS: Restores some Focus. 

RESTORE ALL: Restores some Health, Focus, and Chi. 
UNBLOCKABLE: Makes all attacks unblockable for a short time. 


SHRINES 


The J ade Empire is a land of tradition, and the world is dotted 
with Shrines where you can regain your Health, Chi, and Focus. 
To use a Shrine, stand in front of it, and dick Mouse Button 1. 


|. ¢ SPIRIT FONT: Completely restores Health and Chi. 
* FOCUS SHRINE: Completely restores Focus. 


TECHNIQUES 


Watch for rare and powerful training called Techniques. These 
come in many different forms, but all are permanent, so choose 


. wisely before accepting a new one. Also, be sure to keep an eye 


out for hidden Techniques Click Techniques on the Character 
Record screen to see a list of Techniques you have acquired. 
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DRAGON AMULET AND 
ESSENCE GEMS 


Essence Gems seem nothing more than common stones or jewel- 
ry to most. To one trained in their use, however, they are sources 
of spiritual power. When the Essence Gers are placed into the 
Dragon Amulet, the amulet’s wearer can channel the power of 
those gems to augment his or her abilities. 


| TO ACCESS YOUR DRAGON AMULET 


l. Press the ESC Key to access the in- game menu, and use the 
Tab or Shift- Tab Keys to scroll to the Amulet screen. (The 
Amulet screen can also be accessed via the | key.) 


2. In the left-hand window, highlight a gem by clicking on it 
with the mouse or by using the keyboard arrow keys. 


| 3. dick Select or press the Enter Key to add or remove it from 


the amulet. 


FOLLOWERS 


Others will be drawn to you and your search. So it is with a great 
cause such as yours. Even those with little talent for magic 
instinctively feel compelled by the nature of your task and long 
to take part. Be cautious when choosing whom to accept into 
your circle. 


Though you will gain many followers, only one may accompany 
you at any time, and each supports you in a different way. To 
switch followers or change their combat behavior, press the ESC 
Key to go to the In-Game Menu, then use the Tab or Shift- Tab 
Keys to scroll to the Followers screen. 


To switch followers, highlight and select the follower you want 


| on the Followers screen by either clicking on their portrait or 


using the using the keyboard arrow keys and pressing the Enter 
Key to select. Note that in some instances, such as during com 
bat, you are not able to switch followers. 


To switch between Attack and Support modes, select a follower, 
then click on either the Attack or Support buttons. 


DAWN STAR 


Like you, Dawn Star was brought to Two Rivers as a child. 
Considering her general kindness to all, it is no surprise that you 
becarne close friends. As caring as she is, however, many in the 
village consider her strange, whispering that she speaks with 
ghosts. She has accompanied you throughout your years of 
leaming and you would be wise to keep her close to your side 
during the trials to come. 


| SAGACIOUS ZU 


The hermit of the swamp is a man with blackened hands and the 
scars of many battles. His skill in battle is unquestionable, but 
his loyalty to your cause is not so certain. 


FOES 


These days the land overflows with perils — some originating in 
this world and others emanating from the next. 


BANDITS 


These scoundrels typically roam the countryside, preying on 
weary travelers. With recent events keeping most citizens close to 


| the safety of their hearths, however, these bloodthirsty rogues 


have become desperate, openly attacking towns. 








DEATH'S HAND AREA MAP ICONS 
Few dare speak the name of the Emperor's advisor, but all live in | Point of Interest Base Camp 
fear of him. Little is known of Death’s Hand, the leader of the =: 


shadowy Lotus Assassins. A few brave souls imply that the | | | Sr 
Emperor relies on his counse more than is prudent. | | LJ 


COMBAT ENCOUNTERS x Shrine 


You automatically enter Combat Mode any 
time you approach an opponent who is pre- 
pared to fight. You can press the T Key to 
move about more freely in Free Target Mode, 


but you may not leave the combat area until : 
you have dispatched your foe. J OURNAL AND QUESTS 
Use your J ournal to remind yourself of the details of your 
Quests. Important information will be recorded automatically. As 
Mi NI -MAP you endeavor to complete the tasks you are given, keep in mind 
| that rarely is there a single means to an end—the choices you 


make affect your character, your followers, and the world at 
large. 


| To see a Mini- Map of your immediate area, dick Mouse button 
2 or press the M Key while in Exploration mode (see pg. 7). 
Press or dick repeatedly to cycle through a small map, a large | 


one, or none at all. TO ACCESS YOUR JOURNAL 


Areas where you have been are shown clearly, while areas you | 1. Press the ESC Key 
have yet to explore appear dark. After you have visited an | 
important area it is labeled on the mini- map and marked with 


to access the in- game 
| menu, then use Tab 
an Icon. | or Shift Keys to scroll to 


AREA MAP A | the J oumal screen. 


l (The J oumal screen 
The larger Area Map shows the area you are currently in, with ' can also be accessed 


important characters and locations highlighted. To view this by the] key) 
Map, press the ESC Key to go to the in- game menu, then use 


the Tab or Shift- Tab Keys to scroll to the Map screen. - Click on the Filter but- 


ton to cyde through All 
Active Quests, Active Main Story Quests, Active Subquests, and 
All Completed Quests. 
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. On the left hand side, use the Keyboard Arrow Keys or Mouse- 
over a quest to highlight it. Information about that quest 
appears in the lower window. 


. On the right hand side use the Keyboard Arrow Keys or 
Mouse- over to highlight a task in the task list. Information 
about that task appears in the lower window. 


5. Click Plot Items to see an inventory of current plot items. 


6. Click Dialog Review to review recent dialog and rewards. 


SAVING AND LOADING GAMES 


Your game is saved automatically after key 
events. To save a game manually at a particular 
point, press the ESC Key to go to the In- Game 
Menu. Use the Tab or Shift- Tab Keys to scroll 
to the Save Game screen. Note that you cannot 
save during combat. 


To load a saved game, press the ESC Key to go 
to the in- game menu. Use the Tab or Shift- Tab 
Keys to scroll to the Load Game screen. 


Note that you can Quick Save using the F5 Key 
and that you can Quick Load using the F9 Key. 


OPTIONS 
AUDIO SETTINGS 


The volume levels of different aspects of in-game audio can be 
adjusted on this page using the slider bars. 


e Sound Effects: Change the volume of explosions, background 
noises, fight sounds, etc. 


e Music: Change the volume of in-game music. 


AVR 
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e Movie Change the 
volume of the pre- 
rendered movies. 


* Voice Change the 
volume of conversations. 
e Reverb Effects: Enables 


environmental reverb 
effects. 


VIDEO SETTINGS 


Several video settings can be adjusted from this menu. You can 
alter Resolution, Shadow Detail, Anti-Aliasing, Bloom Lighting, 
Screen Effects, Focus Trails as well as the in-game Brightness. 
Reducing Resolution and Anti-Aliasing will provide the most 


| noticeable performance increase. Video settings are dependent 


on the functionality and performance of both your hardware and 
associated device drivers. Ensure your hardware meets the mini- 
murry recommended specifications and that you have the latest 
compatible drivers installed. 


x Aspect Ratio: Select between Widescreen or Normal. These ratios 


are dependent on having proper video card and monitor drivers 
installed. Select an aspect that matches your display device. 


|. e Resolution: Set the screen resolution. Screen resolution is 


dependent on having proper video card and monitor drivers 
installed. 


e Soft Shadows: Enabling Soft Shadows creates a more realistic 
shadow appearance by making the edges of the shadows dis- 
played in the game appear less distinct or "softer" Enabling 
this option will make the garne look better. Disabling this 
option may increase performance. 


e Anti- Aliasing: Anti-aliasing is a technique to reduce the 





—2 Rm — 


appearance of "jaggies" or the "stair- step effect" of diagonal 
lines in a video game. The higher this setting the better the 
image will appear at the expense of performance. 

Bloom Lighting: Bloom is a lighting effect that alters the 
appearance of lighting to make it seem rrore realistic. 
Enabling this option will make the game look better. 
Disabling this option may increase performance. 

Frame Buffer Effects: Frame Buffer Effects are visual effects 
that are applied to the whole image such as lens flares and 
motion blur. Enabling this option will make the game look 
better. Disabling this option may increase performance. 


Focus Trails: Tuming on Focus Trails enables motion trails 
while a character is in focus mode. Enabling this option will 
make the game look better. Disabling this option may increase 
performance. 


e Brightness: Change the brightness of the entire screen. 


í SPECIAL EDITION MODE: 
JADE MASTER 


J ade Master is the hardest mode in the game. All the opponents 
you face will be stronger and tougher then anything you have 
faced in the past. It takes a master with a deep knowledge of all 
the skills they have leamed to be able to attempt this mode. 


Unlike the other difficulty modes, in J ade Master you get to 
keep all the weapons and skills from your last play through, but 
you do have to play through the garne at least once to unlock 
this challenging mode. 


To start a J ade Master game: 
Complete the game in any difficulty mode. 
Select "New Garre" from the main menu. 


On the character select. screen there is a Master button that appears. 


0 ae 


dick on the "Master" button to enter the J ade Master 
Selection screen. 
This screen will list all the characters you used to beat the game. 


Choose the character you wish to Start the J ade Master level 
with and click on the "Accept" button. 


The game will begin normally as it does in Student, Master, and 
Grand Master except you will have all the weapons and skills you 


í had when you beat the game during a previous playthrough. 


You will still level up as norrnal, so expand your knowledge of 
skills and abilities by spending points on More styles in the 
level up screen. 


Orbs dropped from enemies killed with a Harmonic Combo 
appear with less frequency than in Grand Master level. 


FEEDBACK 


|. Settings for Controller Vibration, Gore and Subtitles can all be 
|. adjusted in this menu. 


CONTROL 


In this menu you can adjust the mouse sensitivity, invert the 


. mouse Y-axis, change the Evade Method used (Double Tap, 


| 
| 


Block, or both), adjust Camera Delay when following the player, 
and reassign the controls for the keyboard, mouse, and controller. 
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LIMITED SOFTWARE WARRANTY 
AND LICENSE AGREEMENT 


YOUR USE OF THS SOF TVARE IS SUBJ ECT TO THS LIMITED SOFTWARE WARRANTY AND 
LICENSE AGREEMENT (THE “AGREEMENT’) AND THE TERMS AND CONDITIONS SET FORTH 
BELOW THE “SOFTV\ARE” INCLUDES ALL SOFTV\ARE INCLUDED WITH THS AGREBIVIENT, THE 
ACCOMPANYING MANUAL (S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATE- 
RIALS OR DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOF TVARE AND ITS MATERI- 
ALS. BY OPENNG THE SOF TVARE PACKAGING, INSTALLING AND/OR USING THE SOF TVARE, YOU 
HEREBY ACCEPT ALL CF THE PROMSIONS CF THS LICENSE WITH 2K GAMES, A WHOLLY OWNED 
SUBSIDIARY OF TAKE- TWO INTERACTIVE SOFTWARE, INC. ("LICENSOR"). 


LICENSE. Subject to your compliance with all of the tens and conditions of this Agreerrert, 
LICENSOR hereby grants you the non-exclusive, non-transferable, limited right and license (with- 
out any rights of sublicense) to use one copy of the Software for your personal use on a single 
hone computer or portable computing device. The Software is being licensed to you and you 
hereby acknowledge that no title or ownership right or interest in or to the Software (or in any 
related materials furnished with the Software) is being transferred or assigned to you, and this 
Agreerrent shall not be construed as a sale of the Software or of any rights or interests in or with 
respect to the Software. All rights not specifically granted to you under this Agreement are 
expressly reserved by LICENSCR and, as applicable, its respective licensors, induding, but not 
limited to, BioWare Corp., the developer of the Software. 


OWNERSHIP. LICENSOR and its respective licensors (induding, but not limited to BioWare Corp.) 
retain all rights, title and interests in and to the Software, induding, but not limited to, all copy 
rights, traderrarks, trade secrets, trade names, patents, tides, computer codes, audiovisual 
effects, thenmes, characters, character names, stories, dialog, settings, artwork, sounds effects, 
musical works, moral rights and other proprietary rights of every kind and nature. The Software 
is protected by United States copyright law and applicable copyright laws and treaties through- 
out the world. The Software contains certain rreterials that have been licensed from third par- 
ties, and such persons and entities are entitled to protect their rights and interests in and to such 
materials in the event of a breach or default of any of the provisions of this Agreement. The 
Software may not be copied, reproduced or distributed in any manner or medium, in whole or in 
part, without LICENSCR's prior written consent; provided, however, you may make one (1) copy of 
the Software for backup archival purposes only in support of your personal use of the Software 
hereunder. Any persons copying, reproducing, sublicensing or otherwise distributing all or any 
portion of the Software in any manner or medium, will be willfully violating applicable copyright 
laws and may be subject to civil and criminal penalties. Be advised that Copyright violations in 
the US. are subject to penalties of up to $100,000 per viddation. 


LICENSE CONDITIONS. You agree and covenant not to: 
(a) Corrrrercially exploit the Software: 


(b) Distribute, lease, license, sell, rent, sublicense, or otherwise transfer or assign this Software, 
or any copies of this Software, without LICENSCR's prior written consent 

(c) Make copies of the Software or any part thereof, except for back up archival purposes (as set 
forth above); 


(d) Except as specifically required for the authorized use or operation of the Software (as refer- 
enced in the documentation materials for the Software) install and/or use the Software (or perrrit 
others to do sarre) on a network, for on-line use, or on more than one computer, corrputer ter- 
minal, workstation or other corrputing device at the sare time; 


(e) Copy or load the Software onto a hard drive (or other storage device) for more than one com 
puter simultaneously or otherwise configure such storage device so that it provides the opportu- 
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nity for you and any other individual(s) to use the Software at more than one computing device; 


(f) Use or copy the Software at a computer ganing center or any other location-based entertain- 
ment site; 


(9) Reverse engineer, decompile, disassemble or otherwise atten pt to discover or derive any of 
the source code or structural framework of the Software, in whole or in part; 


(h) Create any derivative work based upon or otherwise derived from the Software (or any por- 
tion thereof), nor alter, translate, port, convert or otherwise modify any portion of the underlying 
computer code and/or audiovisual works of or conceming the Software other than as expressly 
perrritted in the Section entitled “The Software Utilities", below; 

(i) Remove or modify any copyright, trademark or other proprietary notices or labels contained on 
or displayed within the Software; and 


() Transport, export or re-export (directly or indirectly) into any country forbidden to receive such 
Software by any U.S. export laws or accompanying regulations or otherwise violate such laws or 
regulations, that may be amended fromtirre to tire. 


THE SOFTWARE UTILITIES. 


If the Software contains a level editor or other similar type tools or utilities (collectively, the 
“Software Utilities") that perrrit you to construct or custorrize new game levels and other related 
gare elerments in connection with your personal use of the Software (“Customized Care 
Materials") then the use of the Software Utilities is subject to the following additional terrre, con- 
ditions and restrictions: 

(a) Al Customized Gare Materials created by you are and shall be exclusively owned by LICEN- 
SOR (and its respective licensors, as applicable) and you hereby transfer, assign and convey to 
LICENSOR all rights, tite and interests in and to the Customized Garre Materials and LICENSOR 
(and its licensors, as applicable) may use any and all Customized Carre Materials for any purpose 
whatsoever, including, without linitation, for purposes of advertising and promoting the Software; 


(b) You must not use or perrrit third parties to use the Software Utilities and the Customized Gane 
Materials created by you for any corrrrercial purposes, induding, but not limited to, distributing, 
leasing, licensing, renting, selling, or otherwise exploiting, transferring or assigning the ownership 
of any of the Custonized Gane Materials; 


(C) Customized Garre Materials must be distributed alone and solely for free, and must not con- 
tain a usable copy of the Software; 


(d) Customized Gare Materials shall not contain modifications to any of the Software's ee 
cutable files except for such lin ited files as are specifically required to be modified in order to cre- 
ate any such expressly authorized Custorrized Gane Materials; 


(e Customized Gare Materials are authorized to be created only if the Customized Gare 
Materials will be used exdusively in combination with the contrercially released retail version of 
the Software; 


(f) Custorrized Game Materials must not contain libelous, defarretory or other illegal material, or 
maternal that is scandalous or offensive, or that invades the rights of privacy or publicity of any 
third party, or that violates or infringes any traderrarks, copyright or other intellectual property 
right of any third parties; and 

(9) Al Customized Carre Materials must contain proper credits for the author(s) of the Customized 
Gane Materials and must indicate that LICENSOR is not the author of the Customized Gane 
Materials, and must indicate that “THS MATERIAL IS NOT MADE, GUARANTEED OR SUPPORTED 
BY 2K GAMES (THE PUBLISHER CF THE SOF TVARE) CR BIOW\ARE CORP. (THE DEVELOPER OF THE 
SOFTWARE) OR ANY OF THE AFFILIATES CF SUCH ENTITIES.” 


LUMITED WARRANTY: LICENSOR warrants to you (but only if you are the initial and original licens- 
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ee of the Software) that the original storage medium within which the Software is encoded will 
be free from defects in material and workmanship under nomal use and service for 90 days 
from the date on which you received the Software (as evidenced by your receipt). If for any rea- 
son you find a defect in the storage medium during the warranty period, and provided LICENSOR 
is able to replicate and verify that such defective condition exists, LICENSOR agrees to replace, 
free of charge, any storage medium (induding the Software contained therein) discovered to be 
defective within the warranty period as long as the Software is then-currently in LICENSOR'S 
inventory or scheduled to be manufactured by or for LICENSCR. If the Software is no longer 
available, LICENSCR retains the right to substitute a similar program of equal or greater value. 
This warranty is limited to the storage medium containing the Software as originally provided by 
LICENSCR and is not applicable to normal wear and tear. This warranty shall not be applicable 
and shall be void if the defect has arisen through abuse, mistreatment, or neglect, or any other 
cause unrelated to defective materials or workmanship. Any in plied warranties prescribed by 
statute and that are not effectively disclaimed hereunder are expressly limited to the 90-day 
period described above. 


Except as set forth above, this warranty is in lieu of all other warranties, whether oral or written, 
express or implied, induding any inplied warranties of merchantability, fitness for a particular 
purpose or non-infringement, and LICENSOR expressly disdaims all other warranties with respect 
to the Software and any services furnished in connection with this Agreement, and no other rep- 
resentations or warranties of any kind shall be binding on LICENSOR. LICENSOR shall not be 
liable for any loss or darmage as a consequence of or arising out of the interruption or loss of use 
of the Software or any other items or services provided by LICENSCR hereunder. 


When retuming any defective media that contains the Software in accordance with the limited 
warranty set forth above, please only send the defective media to LICENSCOR's address as speci- 
fied below and please indude the following: your name and retum address; a photocopy of your 
dated sales receipt; and a brief note describing the defect and the system on which you atterrpt- 
ed to install and run the Software. 


IN NO EVENT WILL LICENSOR CR BIOWARE CORP BE LIABLE FOR ANY INCIDENTAL, GONSEQUEN- 
TIAL, SPECIAL. AND/OR PUNITIVE DAMAGES RESULTING FROM POSSESSION, USE OR INABILITY TO 
USE, OR MALFUNCTION CF THE SOFTV\ARE, INCLUDING DAMAGES TO PROPERTY, LOSS CF 
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW 
DAMAGES FOR PERSONAL IN URIES, EVEN IF HITHER PARTY HAS BEEN WARNED OR BEEN 
ADMSED OF THE POSSIBILITY OF SUCH LOSS OR DAMAGES. TOTHE FULLEST EXTENT PERMIT- 
TED BY APPLICABLE LAW LICENSOR'S LIABILITY HEREUNDER AND/OR ANY LIABILITY CF 
BIOWARE CORP. (THE DEVELOPER OF THE SOFTV\ARE), WHETHER BASED IN CONTRACT, TORT OR 
OTHERWISE, SHALL BE LIMITED TO AND SHALL NOT EXCEED THE ACTUAL PRICE YOU PAID FOR 
THE LICENSE TO USE THE SOFTV\ARE IN ACCORDANCE WITH THE PROMSIONS OF THIS AGREE- 
MENT. SOME STATES/COUNTRIES DO NOT ALLOWLIIMTI TATIONS ON HOW LONGAN IMPLIED VAR- 
RANTY LASTS AND/CR THE EXCLUSION CR LIMITATION CF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION CF LIABILITY MAY 
NOT APPLY TO YOU. THS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE 
OTHER RIGHTS THAT VARY FROM J URISDICTION TOJ URISDICTION. 


TERMINATION: This Agreement will terminate automatically if you fail to comply with any of its 
stated terms and conditions. In such event, you must destroy the original and all copies of the 
Software and all of its componert parts. You are similarly entitled to elect to terrrinate this 
Agreerrent by destroying the original Software and all copies of the Software and deleting and 
permanently purging the Software from any hard drive or other storage medium or computing 
device on which it has been previously installed. 


U.S. GOVERNMENT RESTRICTED RIGHTS: The Software and documentation have been developed 
entirely at private expense and are provided as “Contrercial Computer Software" or “restricted 
computer software." Use, duplication or disclosure by the U.S. Goverment or a US. Government 
subcontractor is subject to the restrictions set forth in subparagraph (c)(1L)\ii) of the Rights in 


Technical Date and Corrputer Software dauses in DFARS 252.227- 7013 or as set forth in sub- 
paragraph (c)(1) and (2) of the Comercial Gon puter Software Restricted Rights dauses at FAR 
52.227- 19, as applicable. The Contractor/ Manufacturer is the LICENSCR at the location listed 
below. 


LINKS TO EXTERNAL SITES: The Software may include links to other websites on the Internet that 
are owned and/or operated by third parties not under the control of LICENSCR, and/ or BioWare 
Corp. which links are provided by LICENSOR and /or BioWare Corp. for your convenience only and 
neither LICENSCR nor BioV\ére Corp provides any warranty of any kind or nature regarding the 
actions of such third parties or the security of information sent to such third parties while you are 
using their websites. Under no circurmstances shall LICENSOR or BioWare Corp., or any of the 
affiliates of such entities, or any of their respective officers, directors, partners, shareholders, 
errployees, agents or representatives, have any obligation or be liable in any way or to any extent 
for the availability of Services or products offered, or the content located on or through, any such 
third party s VW\éb site. 


EQU TABLE REMEDIES. You hereby agree that if the terme and conditions of this Agreement are 
not specifically enforced, LIGENSOR and /or BioV\ére Corp will be irreparably damaged, and there- 
fore you agree that LICENSOR and/or BioWare Corp. shall be entitled, without bond, other securi- 
ty or proof of damages, to appropriate equitable remedies with respect to your breach or default 
of any of the provisions of this Agreement, in addition to any other remedies available to LICEN- 
SCR and/or BioWare Corp. hereunder or otherwise at law or in equity. 


INDEMNITY: You agree to indenmify, defend and hold LICENSOR and BioWare Corp., and the affil- 
lates of such entities and their respective officers, directors, partners, shareholders, errployees, 
agents and representatives harrdess from and against all claims, liabilities, darnages, losses, 
costs and expenses (induding reasonable fees for attomeys and other professionals) resulting or 
otherwise arising from your acts and orrissions to act in connection with your custody or use (or 
inability to use) or the operation of the Software pursuant to the ten and conditions of this 
Agreement. 


MISCELLANEOUS: This Agreement represents the cormmplete understanding and agreement 
between the parties conceming the subject matter hereof and supersedes all prior and contem 
poraneous representations and other materials provided by LICENSCR in connection with the 
Software. This Agreement may be amended only by a writing executed by both parties. If any 
provision of this Agreement is held to be unenforceable for any reason, such provision shall be 
reformed only to the extent necessary to make it enforceable (consistent with the stated inten- 
tions of the parties) and, if incapable of being so reformed, shall be deerred deleted here from 
While the remaining provisions of this Agreement shall not be affected. This Agreement shall be 
construed under New York law as such law is applied to agreements between New York residents 
entered into and to be performed within New York (exduding such laws as specifically relate to 
choice of law), except as governed by federal law and you consent to the exdusive jurisdiction of 
the state and federal courts in New York, New York. 


IF YOU HAVE ANY QUESTIONS CONCERNING THS LICENSE, YOU MAY CONTACT IN WRITING 2K 
GAMES, A WHOLLY OWNED SUBSIDIARY OF TAKE-TWO INTERACTIVE SOFTWARE, INC, 622 
BROADWAY, NEWYORK, NY 10012. 


MICROSOFT DirectX 9.0c 
SUPPLEMENTAL. END USER LICENSE AGREEMENT FOR MICROSOFT SOFTWARE ("Supplemental 
EULA") 


IMPORTANT: READ CAREFULLY - These Microsoft Corporation ("Microsoft") operating system con 
ponents, induding any "online" or electronic documentation ("C5 


Components") are subject to the terme and conditions of the agreement under which you have 
licensed the applicable Microsoft operating system product described below (each an "End User 
License Agreement“ or "EULA") and the tens and conditions of this Supplemental BULA BY 


Ay 








INSTALLING, GOPYING OR OTHERWISE USING THE Ob COMPONENTS, YOU AGREE TO BE BOUND 
BY THE TERMS AND CONDITIONS OF THE APPLICABLE OPERATING SYSTEM PRODUCT BULA AND 
THS SUPPLEMENTAL BULA IF YOU DO NOT AGREE TO THESE TERMS AND CONDITIONS, DO NOT 
INSTALL, COPY OR USE THE Cb COMPONENTS. 


NOTE: IF YOU DO NOT HAVE A VALIDLY LICENSED COPY OF ANY VERSION OR EDITION CF 
MICROSOFT VUNDOWS XP MEDIA CENTER EDITION, MICROSCEFT VUNDOWS 95, VUNDOWS 98, 
VANDOWS NT 4.0 VUNDOWS 2000 CPERATING SYSTEM OR ANY MICRCBCFT OPERATING SYSTEM 
THAT IS A SUCCESSOR TO ANY OF THOSE OPERATING SYSTEMS (each an "OS Product"), 


YOU ARE NOT AUTHORIZED TO INSTALL, COPY OR OTHERMMSE USE THE COS COMPONENTS AND 
YOU HAVE NO RIGHTS UNDER THS SUPPLEMENTAL. EULA 


Capitalized terrre used in this Supplemental EULA and not otherwise defined herein shall have the 
meanings assigned to them in the applicable C6 Product BULA 


General. Each of the C6 Components available from this site is identified as being applicable to 
one or nore of the C5 Products. The applicable OS Components are provided to you by Microsoft 
to update, supplerrent, or replace existing functionality of the applicable OS Product Microsoft 
grants you a license to use the applicable C6 Componerts under the terms and conditions of the 
EULA for the applicable C6 Product (which are hereby incorporated by reference except as set 
forth below), the terms and conditions set forth in this Supplemental BULA, and the terrre and 
conditions of any additional end user license agreement that may accompany the individual C5 
Components (each an "Individual EULA"), provided that you comply with all such terms and con- 
ditions. To the extent that there is a conflict among any of these terms and conditions applicable 
to the C5 Conrponents, the following hierarchy shall apply: 1) the terme and conditions of the 
Individual EULA; 2) the terre and conditions in this Supplerrental BULA; and 3) the terrre and 
conditions of the applicable C5 Product EULA 


Additional Rights and Limitations. 


* If you have multiple velidly licensed copies of any OS Product, you may reproduce, install and 
use one copy of the applicable C5 Con ponents as part of the applicable OS product on all of your 
computers running validly licensed copies of the applicable OS Product, provided that you use 
such additional copies of such C5 Components in accordance with the terme and conditions 
above. For each validly licensed copy of the applicable OS Product, you also may reproduce one 
additional copy of the applicable CS Components solely for archival purposes or reinstallation of 
the O5 Components on the same computer as the C5 Components were previously installed. 
Microsoft retains all right, title and interest in and to the C5 Components. All rights not expressly 
granted are reserved by Microsoft. 


* If you are installing the OS Componerts on behalf of an organization other than your own, prior 
to installing any of the C5 Components, you must confirm that the end-user (whether an individ- 
ual or a single entity) has received, read and accepted these terms and conditions. 


* The OS Corrponernts may contain technology that enables applications to be shared between 
two or More computers, even if an application is installed on only one of the computers. You may 
use this technology with all Microsoft application products for multi-party conferences. For Non- 
Microsoft applications, you should consult the accompanying license agreement or contact the 
licensor to determine whether application sharing is perrritted by the licensor. 


* You may not disclose the results of any benchmark test of the NET Framework component of 
the C5 Corrponerts to any third party without Microsofts prior written approval. 


SOLELY WITH RESPECT TO THE MICROSOFT MRTUAL MACHINE FCR J AA, YOU ARE ONLY 
LICENSED TO INSTALL. THS C5 COMPONENT ON A MACHINE THAT ALREADY CONTAINS A VR- 
SION CF THE MICRCSCF T MRTUAL MACHINE FORJ AA 


IF THE APPLICABLE C6 PRODUCT WAS LICENSED TO YOU BY MICROSOFT OR ANY CF ITS WHOL- 
LY OANED SUBSIDIARIES, THE LIMITED WARRANTY (IF ANY) INCLUDED IN THE APPLICABLE CS 


Ju 


PRODUCT ELLA APPLIES TO THE APPLICABLE CS COMPONENTS PROMDED THE APPLICABLE C5 
COMPONENTS HAVE BEEN LICENSED BY YOU WITHIN THE TERM CF THE 


LIMITED WARRANTY IN THE APPLICABLE CS PRODUCT BULA HOVÆVER, THS SUPPLEMENTAL 
ELLA DOES NOT EXTEND THE TIME PERIOD FOR WHCH THE LIMITED WARRANTY IS PROMDED. 


IF THE APPLICABLE OS PRODUCT WAS LICENSEDTO YOU BY AN ENTITY OTHER THAN MICROSOFT 
OR ANY CF ITS WHOLLY OWNED SUBSIDIARIES, MICROSOFT DISCLAIMS ALL WARRANTIES WTH 
RESPECT TO THE APPLICABLE OS COMPONENTS AS FOLLOWS: 


DISCLAIMER OF WARRANTIES. TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW 
MICROSOFT AND ITS SUPPLIERS PROUDE TO YOU THE C65 COMPONENTS, AND ANY (IF ANY) SUP- 
PORT SERMCES RELATED TO THE C5 COMPONENTS ("SUPPORT SERUCES") AS IS AND WITH ALL. 
FAULTS; AND MICROSOFT AND ITS SUPPLIERS HEREBY DISCLAIM WITH RESPECT TO THE OS 
COMPONENTS AND SUPPORT SERMCES ALL VARRANNES AND CONDITIONS, WHETHER EXPRESS, 
IMPLIED OR STATUTORY, INCLUDING BUT NOT LIMITED TO, ANY (IF ANY) WARRANTIES, DUTIES OR 
CONDITIONS OF OR RELATED TO: MERCHANTABILITY FITNESS FOR A PARTICULAR PURPOSE, 
LACK OF MRUSES, ACCURACY OR COMPLETENESS OF RESPONSES, RESULTS, VWWORKMANLIKE 
EFFORT AND LACK OF NEGLIGENCE ALSO THERE IS NO WARRANTY, DUTY CR CONDITION OF 
TITLE, QUIET EN OYMENT, QUIET POSSESSION, CORRESPONDENCE TO 


DESCRIPTION OR NON-INFRINGEMENT. THE ENTIRE RISK ARISING OUT CF USE OR PERFORMANCE 
OF THE C5 COMPONENTS AND ANY SUPPORT SERMCES REMAINS VMTH YOU. 


EXCLUSION OF INCIDENTAL, CONSEQUENTIAL AND CERTAIN OTHER DAMAGES. TO THE MAXIMUM 
EXTENT PERMITTED BY APPLICABLE LAW IN NO EVENT SHALL MICROSOFT OR ITS SUPPLIERS BE 
LIABLE FOR ANY SPECIAL, INCIDENTAL, INDIRECT, PUNITIVE OR CONSEQUENTIAL 


DAMAGES WHATSOBVER (INCLUDING BUT NOT LIMITED TO, DAMAGES FOR: LOSS OF PROFITS, 
LOSS OF CONFIDENTIAL OR OTHER INFORMATION, BUSINESS INTERRUPTION, PERSONAL IN) URY, 
LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY (INCLUDING OF GOOD FAITH OR OF REASONABLE 
CARE), NEGLIGENCE, AND ANY OTHER PECUNIARY OR OTHER LOSS WHATSOEVER) ARISING OUT 
OF OR IN ANY WAY RELATED TO THE USE CF OR INABILITY TO USE THE OS COMPONENTS OR THE 
SUPPORT SERUCES, OR THE PROMSION OF CR FAILURE TO PROMDE SUPPORT SEPMCES, OR 
OTHERWISE UNDER CR IN CONNECTION WTH ANY PROMSION CF THS 


SUPPLEMENTAL. EULA, EVEN IF MICROSOFT OR ANY SUPPLIER HAS BEEN ADMSED CF THE Pœ- 
SIBILITY OF SUCH DAMAGES. 


LIMITATION CF LIABILITY AND REMEDIES. NOTVMTHSTANDING ANY DAMAGES THAT YOU MIGHT 
INCUR FOR ANY REASON WHATSCEVER (INCLUDING, VM THOUT LIMITATION, ALL DAMAGES REFER- 
ENCED ABOVE AND ALL DIRECT OR GENERAL DAMAGES), THE ENTIRE LIABILITY OF 


MICROSOFT AND ANY OF ITS SUPPLIERS UNDER ANY PROMSION CF THS SUPPLEMENTAL BULA 
AND YOUR EXCLUSIVE REMEDY FOR ALL OF THE FOREGOING SHALL BE LIMITED TOACTUAL. DAM 
AGES INCURRED BY YOU BASED ON REASONABLE RELIANCE UP TO THE GREATER CF THE 


AMOUNT ACTUALLY PAID BY YOU FOR THE C6 COMPONENTS CR U.S.$5.00. THE FOREGOING LIM- 
ITATIONS, EXCLUSIONS AND DISCLAIMERS SHALL APPLY TO THE MAXIMUM EXTENT PERMITTED 
BY APPLICABLE LAW EVEN IF ANY REMEDY FAILS ITS ESSENTIAL PURPOSE. 











WARRANTY 


2K Games, a division of Take-Two Interactive Software, Inc., warrants to the purchaser only that 
the disc provided with this manual and the software program coded on it will perform in accor 
dance with the description in this manual when used with the specified equipment, for a period 
of 90 days fromthe date of purchase. 


If this program is found to be defective within 90 days of purchase, it will be replaced. Sinply 
retum the disc to 2K Carres or its authorized dealer along with a dated proof of purchase. 
Replacement of the disc, free of charge to the original purchaser (except for the cost to retum the 
disc) is the full extent of our liability. 


THS WARRANTY IS IN LIEU OF ALL OTHER W^RRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESSED CR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION TO 90 
DAYS FROM THE DATE OF PURCHASE OF THS PRODUCT. 


2K Games shall not be liable for incidental and/or consequential damages for the breach of any 
express or implied warranty induding darrage to property and, to the extent pennitted by law, 
darrage for personal injury, even if 2K Garres has been advised of the possibility of such dam- 
ages. Sorre states do not allow the exdusion or lirritation of any incidental or consequential dam 
ages or lirritations on how long an in plied warranty lasts, so the above lirritations or exclusions 
may not apply to you. This warranty shall not be applicable to the extent that any provision of this 
warranty is prohibited by any federal, state, or municipal law, which cannot be pre-empted. This 
warranty gives you specific legal rights and may also have other rights, which may vary fromstate 
to state. 


You may not reproduce, prepare derivative work based on, distribute copies of, offer for sale, sell, 
transfer ownership of, rent, lease, or lend to others the Program or accompanying docurrernta- 
tion, or any portion or component of the Program or accompanying documentation; provided, 
however, that you may transfer the entire Program and accompanying documentation on a per- 
manent basis as long as you retain no copies (induding archival or backup copies) of the 
Program, accompanying documentation, or any portion or corrponert of the Program acconpa- 
nying documentation, and the receipt agrees to the terrre of the agreerrent. Further you may 
not modify, reverse engineer, disassemble, decompile or translate the Program or accompany- 
ing documentation, or any portion or component of the Program or accompanying documenta- 
tion, nor may you neke any copies of the Program modules for use with other programs. This 
program is intended for private use only. 


2K, 622 BROADWAY, NEWYORK, NY 10012 


PRODUCT SUPPORT 


For U.S. SUPPORT 
Phone: 1-866-219-9839 
Email: usa@take2support.com 


FOR CANADIAN SUPPORT: 
Phone: 1-800-638-0127 
Email: Canada@take2support.com 


nth: //wwan.take2games.cony support 


REGISTER WITH US! 


Receive exclusive information on all our latest games, web 
content and more by going to www.2kgames.cony register 


DEVELOPED BY BIOWARE CORP. 


http://wwwbioware.com 


VISIT THE OFFICIAL JADE EMPIRE SITE 
http://jade.bioware.com 
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